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Video Games Go , 




E.T. was the biggest hit of 1982. The 
movie was a huge success, but that 
was only the beginning. There were 
hundreds of spinoff items—everything 
from candy to furniture to clothing— 
that also relied on the E.T. name to 
cash in big. 

Just about anything you can think of 
that might be sold to kids was sold with 
an E.T. logo on it in 1982. And most 
of these items made lots and lots of 

But there was one spinoff that fizzled. 
When executives at Atari first saw E.T. 
they thought that the story would make 
a perfect video game. So they got in 
touch with Steven Spielberg, the director 
of the movie. They asked him if they 
could make a game cartridge based on 
his story. Spielberg agreed, but only if 
he could work with them in designing the 
game. Together they began to work on 
a game that they thought would be very 
special—and, they hoped, very popular 
at Christmastime. 


When the cartridge finally came out, 
everyone was disappointed. Spielberg 
and Atari had tried to make a game that 
would capture the spirit of E.T.. They 
wanted to give the kids playing the 
game the same kind of feeling people 
got from watching the movie. 

But it just didn't work out that way. 
The action wasn't there, and the most 
publicized game since PAC-MAN turned 

You might think that the failure of 
the E.T. cartridge would discourage 
companies from coming out with games 
based on movies. But nothing is that 
simple. 

Companies can point to another tie-in 
game that's still raking in quarters, a 
year after it was introduced. The movie 
it came from was a flop. Hardly anyone 
went to see it. And you might expect 
that a bad movie would produce an even 
worse video game. 

That game, of course, is TRON. Bally 
makes the arcade version and Mattel 
markets not one, but five different TRON 
games for Atari and Intellivision owners. 

What do E.T. and TRON prove? 
Maybe that the only thing a movie tie-in 
really has going for it is its title. That 
might account for some sales. But in the 
end, the game will sell—or not sell— 
on its own merits. 

Many companies, though, like having 
the titles on their side. Even films that 
seem very unlikely videogames have 
been purchased by game-makes. 


One company that has been doing a 
lot of this is Sega. Sega has made many 
successful arcade games. FROGGER 







and 2AXX0N are two of the most 
popular games of all time. And now 
Sega is making home games, too. Some 
of these are adaptations of arcade 
games. But most of them are movie 
tie-ins. 

There is, however, a special reason 
for Sega to be so interested in tie-in 
games. One of the things a manufacturer 
must do when it wants to make a tie-in 
is to get permission from the producer 
of that movie. This is sometimes hard 
to do, and it can be expensive. 

But Sega doesn't really have to worry 
about that. They are owned by Para¬ 
mount Pictures, which already has an 
endless library of films that Sega could 
use. Sega has chosen a whole list of 
films that might one day be available on 
cartridge, if the designers can come 
up with some good ideas. 

Some of the games seem like a sure 
thing. There is a film that Paramount 
owns, for example, that is based on a 
popular T V series. The last T V 
episode of this series was produced 
almost fifteen years ago. But the series 
is still one of the most popular shows 
on television. It is also a very popular 
computer game, and has just been 
made into an arcade game by Sega. 



Can you guess what movie it is? 

Here are some more hints: The arcade 
game is brand new. It features a 
"Strategic Operations Simulator," that 
recreates such famous space features 
as phasers, warp drive and photon 
torpedos. By now, you might know that 
it’s STAR TREK. Sega is planning to 
release two cartridges based on the 
movie. And they're pretty sure that both 
of them will be big hits. 

Another Sega arcade game that is 
based on a movie is BUCK ROGERS. 
As they are with STAR TREK, Sega is 
pretty sure about this one, so they are 
going to release a pair of cartridges 
based on the adventures of that famous 
spaceman. 

Sega owns the rights to some other 
movies, also. Many of these titles might 
become video games. But then again, 
they might not. Could you think of a 
game based on the movie 48 HRS'? 

How about Airplane ? Or Friday the 
13th ? Some other titles that Sega 
is working on include Dragonslayer, 
Marathon Man and War of the Worlds. 
None of these cartridges are beyond the 
planning stages, though you might see 
some of them by Christmas. 

Sega isn’t the only company with 
indefinite plans. U.S. Games says that it 
will release a Pink Panther game one 
of these days. They aren't sure what 
the game will be like, except that it will 
feature both the Pink Panther and 




















Thanks for the compliment, and don't 
worry about the subscription rate. You’ll 
find the same 50% offer on page 17. 


Sorry you feel that way, but we hi 
no plans to make Vic Video a regular 
character. Our comics feature will be 
back, though. We 're working on one 
right now about the cartridge based on 
The Hulk. 

BLIP TIPS 

I love your magazine. I liked BLIP 
TIPS best because I learned how to play 
CENTIPEDE, and now I'm great at it. 

Robert John Morris 


CHEERS! 

What would happen if your score is 
so high on an arcade game that the 
score area doesn't have enough space 
to print it? 



One thing that shou.ld happen is that 
you get a gold medal. Aside from that, 
certain machines just cancel the game 
when the score gets past a certain 
number. 

JEERS 

When I read BLIP No. 1, I got the 
impression that Vic Video would be a 
regular character. However, BLIP No. 2 
had nothing of the sort. Also, the sec¬ 
ond issue wasted two pages on DON¬ 
KEY KONG, a game that is given far too 
much attention. It also devoted space to 
TRON, whose graphics I find disappoint¬ 
ing and smeary. 

If Vic Video was a one-shot, then I'm 
going to save my hard-earned money 
by boycotting BLIP. There are far too 
many video games magazines being 
published anyway. 


I really like your magazine. I used to 
lose bets playing CENTIPEDE. Now that 
I've read BLIP TIPS, I always win. I think 
this magazine is really super. 

Doraville^GA 

We re thrilled to hear that BLIP TIPS 
is actually responsible for improving 
scores. Count on BLIP to continue giv¬ 
ing you helpful information on how to 
e games. ^ 

If you have any questions or opinions for us, 
please send them to: 

BLIP LETTERS 
Marvel Comics Group 
387 Park Avenue South 
New York, N.Y. 10016 



ire TOOTSIE and JAWS. 





Actually, TRON isn't just a single video 
game. There are six different games 
based on the Walt Disney movie now 
being offered to players. We featured 
the arcade game in an earlier issue of 
BLIP. The other five games are car¬ 
tridges designed by Mattel for home 
systems. These include three Intellivision 
games and the two M Network cartridges 
described here. 

ADVENTURES OF TRON 

This is a chase-and-climb game, but 
it isn't anything like DONKEY KONG or 
DIG DUG. For one thing, it isn't cute. 

The action is fast, and slightly mechan¬ 
ical. Your enemies are deadly grid bugs 
and recognizers. They travel along a 
four-level board in groups of three. Also 
floating along at each level are various 
objects, called "bits." 



Your objective is to work your way up 
to the top level, collecting all the bits, 
and avoiding collision with any of the 
attackers. On later boards, a tank will 
chase you while you're trying to accom¬ 
plish this. 

Besides running, there are three ways 
McMnaneuveraboutthescreenJnorder 


to move up a level, you must usethe^ 

elevators. These are located at either 
side of all four levels. On the lowest 
level, just stand on the platform and 
move your joystick forward to go up. On 
the upper levels, you must first leap 
across the Input/Output beam. This is 
a ray that runs down the center of the 
screen. Jumping over the ray activates 
the lifts. 

To move down, you can use that same 
beam. The I/O ray will take you straight 
to the bottom. Use it to escape when 
enemies are closing in on you. You can 
also move down single levels merely by 
pulling the joystick toward you. Your man 
will jump to the level below, or further, 
depending on how precise your touch 
is on the joystick. 

TACTICS 

• After being deposited at the bottom 
level when the game starts, immediately 
leap up and grab the first two bits. You’ll 
notice that there are no grid bugs men¬ 
acing you. Not yet, anyway. They start 
at the top level, and work their way down, 
moving from left to right, then from right 
to left. If you work quickly, you can clear 
the first two levels of bits before the 
recognizers get you. Recognizers are 
grid bugs that appear at the top three 
levels. They turn into the slightly smaller 
bugs when they reach the bottom. 

• Learn to follow the path of the de¬ 
scending grid bugs. They move in only 
one direction on any given level. If you 
stay behind them, you can speed from 
level to level with just a little practice. 
Don't try to jump your enemies! While it 
is possible, it's very difficult. If you get 
into a situation where a bad guy is that 
close, the best strategy is to jump down 
to the next lower level. 

• Once you learn to follow the de¬ 
scending pattern, you will whiz through 
the first three boards with little difficulty. 
On the third and the fourth boards, 
though, tanks start to appear. Like the 
grid bugs, tanks follow a simple de- 
scending pattern. If you can stay behind 












three at a time. They are armed with 
Deadly Discs, which must hit Tron five 
times to kill him. 

Tron is also armed with discs. He only 
has to strike an enemy one time, but 
a dead enemy is quickly replaced. At¬ 
tackers enter the arena through portals 
on all four sides. 

Each portal can be "locked open" by 
hitting it with a disc. A pair of portals, 
with one locked open, become a telepor¬ 
tation device. You can enter the open 
one, and re-enter the board on the other 
side through the opposite portal. 

TACTICS 

• The secret is getting the disc to 
return to you. A single hit on the fire 
button will send a disc out. Only one 
disc can appear on the screen at a time. 
If the disc you fire hits an attacker, you 
get a new disc. But if it misses, the disc 
will keep going, until it hits a wall and 
bounces back to you. You can retrieve 
an errant disc quickly, however, by press¬ 
ing the fire button as soon as you see 
that you have not scored a hit. This will 
call the disc back to you immediately. 

• Don’t wait to see if your disc will 
hit. Keep moving. Learn to visualize the 
course of your disc, and the course of 
your attackers. If you can see that a disc 
you have fired will miss, tap the fire but¬ 
ton, and position yourself for your next 
shot. The disc will return to you, no mat¬ 
ter how far you have moved from your 
original position. Once the disc has re¬ 
turned, fire again. You can use this 
method over and over again, from a dis¬ 
tance. With practice, you will be able 
to quickly vanquish your attackers while 
remaining safely out of the path of 

• When teleporting, make sure that 

you are using the device to your advan¬ 
tage. Many times, a group of attackers 
will turn and bombard the exit gate with 
discs. You can get caught in a crossfire 
and use your five-hit limit up very quick¬ 
ly. Try to avoid the corners for the same 
reason._ 
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ZAXXON 


When it was introduced in 1982, ZAX¬ 
XON won loud raves for its astounding 
graphics. The game's various scenes are 
displayed from a three-quarters angle, in¬ 
stead of from directly overhead By add¬ 
ing this to a close attention to detail, the 
designers produced what amounts to a 
3-D effect Few games since have man¬ 
aged to achieve that. 

But ZAXXON's ability to challenge you 
doesn't quite match its graphics. Yes, it 
does take time to learn to use the joy¬ 
stick with assurance in controlling your 
jet fighter. But the assorted planes, mis¬ 
siles. rockets, and spaceships that attack 
you aren't the most intelligent of oppo¬ 
nents. Even the armored robot, the final 
enemy in certain screens, is something 
of a pushover. 

ZAXXON may look awesome, but it's a 
game you can definitely master. With 
practice, of course. 

V_i_ 


OBJECT OF THE GAME 

You are the pilot of jet fighter. You try 
to score as many points as possible, by 
shooting enemy targets, while surviving 
constant enemy attack. 

CONTROLS AND 
INSTRUMENTS 

Your four-directional joystick is mount¬ 
ed at the center of the instrument panel. 
The stick is equipped with a trigger mech¬ 
anism that you use to fire your missiles. 
There are also firing buttons on the panel 
to the right and left of the joystick. 

At the left edge of the screen, there's 
an altimeter. It looks like a vertical bar 
graph. More about that later. 

At the bottom of the screen, there's a 
fuel gauge that's formed by a line of dis¬ 
appearing yellow triangles. When all of 
the triangles are gone, you're out of fuel. 

SCORING 

Point values for destroying enemy wea¬ 
pons are as follows: 


Fuel tank.300 points 

Missile .150 

Cannon .200 or 500 

Parked plane.50 

Fighter jet 100 

Radar tower 1.000 


Cruise missile 200 

Robot .1.000 


TACTICS 


• Keep one hand on the control stick 
at all times. Use the other hand to tap 
one of the control buttons. Tap constantly 
throughout the game. You can fire mis¬ 
siles by means of the joystick trigger, of 
course, but the firing button is much more 
effective. 

y 













• In the early stages, the best strat¬ 
egy is to keep your plane at a very low 
altitude. Push the control forward and 
you'll go into a dive. Don't worry about 
crashing, since your jet can't smack into 
the ground. You can, however, collide with 
enemy fortifications. 

Pull straight back on the control stick to 
get your jet to climb. By easing the con¬ 
trol stick forward and to the right or left, 
you can bank in either direction. Banking 
is a skill you have to master in order to be 
able to strafe enemy targets. 

• From time to time, you have to hur¬ 
dle a low brick wall Shoot toward the wall 
as you approach it. When you see your 
shots are clearing the wall, pull back slow¬ 
ly on the stick, and ease your plane over 
it. Then nudge the stick forward until you're 
cruising at ground level again. 

• Sometimes an electronic barrier, or 
forcefield, appears above the wall. Crash¬ 
ing into a forcefield is the same as crash¬ 
ing into a wall. It costs you a plane. 


You can fly over these barriers in the 
early screens, but you must slip beneath 
them in later boards. Keep firing as you 
approach the forcefield. By observing 
where your shots go, you can adjust your 
altitude accordingly. 

• If you fail to keep at a low altitude, 
the enemy will send a red cruise missile 
toward your plane from time to time. There 
are two ways to outwit the missile. You 
can destroy it by hitting it six times. Or 
you can dive under it at the last second. 

Since the missile is a fast-moving tar¬ 
get, it's hard to zap it six times. So the 
best strategy is to dive and avoid it. 

• You can use the altimeter to hurdle 
brick walls and forcefields. Suppose you 
have to clear a wall that's three tiers of 
bricks in height. As you go over it, glance 
at the altimeter. It will read 2 Vi units above 
the lowest altitude. The next time you ap¬ 
proach a three-tier wall, simply adjust your 
altitude until the altimeter reads 2 Vi. You'll 






• It's possible to run out of fuel, but it 
seldom happens. You add to your fuel 
supply by blowing up enemy fuel tanks. 
So just remember to blast a fuel tank now 
and then. They're among the easiest tar¬ 
gets to hit. 


• With most ZAXXON machines, you 
win a bonus plane for scoring 20,000 
points. You can build your score quickly 
by destroying radar towers whenever they 
appear. Each tower is worth 1,000 points. 
Most beginners get caught up in warding 
off cannon or missile fire, or in destroying 
enemy planes with relatively small point 
values. Getting too involved with these 
activities can make you overlook the very 
valuable radar towers. 



• You must avoid horizontal gunfire 
from pairs of ground cannons, one on 
each side of the screen. Simply hurdle 
the fire. If you try to destroy one cannon, 
the other is likely to nail you. 

• Parked enemy planes, although 
relatively small, are easy targets. Fuel 
tanks are no problem, either. But don't 
get so involved in shooting up planes and 
tanks that you find yourself suddenly con¬ 
fronted with a brick wall or a forcefield. 
You won't have enough time to avoid a 
collision. Always keep alert for forcefields 
and walls. 

• In the second phase of each round, 
you enter outer space, and enemy fighter 
planes launch an attack. These planes 
must be destroyed. If you're a beginner, 
zoom to the top of the screen and stay 
there. Fire a steady stream of missiles 
and you'll destroy the oncoming planes 
one by one. Whenever an enemy fires a 
red missile, bank quickly to the right or 
left. 

Advanced players try to down as many 
enemy planes as possible to build their 
scores. To score a hit, you have to be at 
the same altitude as the enemy plane. 
The trick is to stay aware of the size of 
each enemy plane. Small fighters fly low, 
and you have to dive to get them. The 
large jets soar high. Pull back on the stick 
and climb to attack them. 

• At the end of every other board, the 
ZAXXON robot confronts you. The robot 
is armed with a cruise missile. Start firing 
the instant the robot appears. (Top-notch 
players start firing before it appears, aim¬ 
ing at the spot where it is going to be.) 
Put six shots into the robot's cruise mis¬ 
sile, which he has tucked at his left side, 
and you'll destroy him. 

If the robot manages to launch the mis¬ 
sile before you get off your six shots, don’t 
worry. Keep firing, but fire at the missile, 
instead of the robot. There's still plenty of 
time to emerge the winner. A 

—George Sullivan 
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V2-PRICE CHARTER SUBSCRIPTION OFFER 

DON’T WAIT! 

RESERVE YOUR MONTHLY COPY OF 
BLIP TODAY! 

Become a charter subscriber to BLIP — the only video games 
magazine that entertains as much as it informs. Do it now, and 
have BLIP delivered to your door every month. Save 50% off the 
newsstand price of $12.00! 

Use the coupon below, or give us the same Information on a 
piece of paper. Just enclose $6.00, mail, and sit back and wait for 
BLIP to show up in your mailbox. 
























When it comes to video games, one of the most important rules 
is, “Know your enemy." With that in mind, BLIP presents a puzzle 
designed to help you do just that—recognize instantly just who is 
battling whom. 

Here you'll find 20 video game characters. Ten of them are good 
guys, and the other ten are the villains who relentlessly seek to 
destroy these champions. 

Your job is to pick the pairs. Match the rogues with the heroes, 
and then put each number in its correct place, in the blanks next 
to the appropriate game title. 











































GOOD GUY BAD GUY 

PAC-MAN _ _ 

DIG-DUG _ _ 

DONKEY KONG _ _ 

TRON _ _ 

FROGGER _ _ 

BURGER TIME _ _ 

PENGO _ _ 

VENTURE _ _ 

ZAXXON _ _ 

Q- BERT _ _ 


ANSWERS IN NEXT MONTH'S BLIP! 





































































































^Player’s Choice 



TWO GIANT STEPS 


Remember the good old days? It wasn't 
too long ago that Atari VCS and Intelli- 
vision were the only home-video game 
systems really worth talking about. Now, 
ColecoVision commands a large share of 
the market, and low-priced computers are 
becoming more and more popular. The 
time has come for Atari and Mattel to 
make some changes. 

ATARI 

Those changes have been made, and 
the results are very exciting. Atari and 
Mattel have realized that, in order to stay- 
on top, they have to do two things: offer 
more computer capabilities, and produce 
games with better graphics. And both 
companies are doing just. 












If you already have spent that money 
on a new system, don't despair. There is 
also a keyboard in the works for the Atari 
5200. And if you.already are heavily into 
computing, Atari has added a new, top- 
of-the-line computer, the model 1200. 
That machine will probably compete with 
the Commodore 64 and the Texas Instru¬ 
ments Pro. 


INTELLIVISION 

With all of this new movement from 
Atari, and with ColecoVision selling 
strongly, you might think that George 
Plimpton would take his Intellivision and 
go home. Well, in a way he has. But he’s 
come back — with a new model. 

Intellivision II is no longer just a game- 
player. It is part of what Mattel "modestly" 
calls an Entertainment Computer System. 
Intellivision fans can still play all their old 
favorites, like MAJOR LEAGUE BASE¬ 
BALL and SPACE HAWK. But now they 
can also use the Intellivision system as a 
true computer. 


Mattel has been promising a keyboard 
for a long time, and they've finally de¬ 
livered. A computer-expansion module 
with a typewriter-style keyboard will be 
available soon. Musicians will be able to 
add a piano keyboard. 

Best of all for game lovers, Intellivision 
now has an Atari adapter. That means 
you'll be able to play all those Atari car¬ 
tridges on the Intellivision system. (All 
these new accessories will work with the 
original Intellivision unit, as well as Intel¬ 
livision II.) 

To satisfy those who demand arcade 
action at home, Mattel is also about to 
release a third-generation system. It's 
called—you guessed it—Intellivision III. It 
will have improved graphics and a voice. 
Intellivision III will also accept all the ac¬ 
cessories that come with Intellivision II. 

When we were writing this story, Mattel 
wasn't sure how much any of these items 
would cost. They did know, however, that 
Intellivision II would cost less than the 
original system did when it first came out. 



J 












days of Atari and Mattel battling only each 
other have returned? Not really. Coleco- 
Vision is too good a game system for that. 
And Coleco has their own computer and 
fourth-generation games planned. 

Magnavox, which makes the Odyssey 
system (remember them?) is also shift¬ 
ing gears toward computers. But it does 
look as though the video game compa¬ 
nies are entering a new phase in the bat¬ 
tle. They are, in a sense, becoming more 
than just video game companies. 

SCROLLER 



COASTER 


There's no contest for the most excit¬ 
ing home game we've seen this month. 
It'S Intellivision’s ADVANCED DUN¬ 
GEONS AND DRAGONS. It’s not only a 
lot of fun to play. It’s even interesting 
to sit and watch someone else play the 

^ADVANCED DUNGEONS AND DRA¬ 
GONS is a scroll game. That means the 
terrain you're playing on rolls across the 
screen. As you keep running, the terrain 
keeps changing. 

You control a runner who has to enter 


a series of mountains th 
caves. The path opens in front of you 
as you run. You are constantly making 
choices about which direction to run in. 
Your choice determines which path opens 
up—and what challenges will scroll across 
the screen as you run. 

Inside each mountain, you'll find tools 
and weapons that will help you get through 
the game. There's an axe that will gr' 
you through a forest quickly. There’s 
key that will unlock a gate for you. There's 
a boat for traveling along a river. And 
there are arrows, which you need to fight 
off the dozens of monsters and animals 
you'll face as you run. 

Hidden inside each mountain is a lad¬ 
der that will get you back aboveground. 
Each ladder is guarded by a monster or 
animal. You have to kill it with your arrows 
before you can climb out. 

Once outside, you make your way to 
another mountain. This is where the boat, 
the axe, and the key may come in handy. 

The final mountain is where the trea¬ 
sure is hidden. You're looking for two 
halves of a crown, in different locations 
inside the mountain. Each half is guarded 
by a winged dragon. 

The dragon moves faster than all the 
other threats you’ve faced so far. And it 
can be killed only by three rapidly-fired 
arrows. 

Kill the dragon, and you get half tt 
crown. Then scroll along until you find the 
other half, guarded by another dragon. 

The first time we captured that second 
half, we got a very nice surprise. A 
cal note of triumph sounded, ar 
game ended. 

Most video games go on and o 
you lose all your players, or just get 
bored with your point total. This one has 
an ending. You can actually be declared 
a winner. 

The game has good graphics, a cot 
stantly changing screen, and enough su 
prises to keep anyone busy. Add to thi 
the fact that it has a genuine ending. 

The sum total? Intellivision's AD¬ 
VANCED DUNGEONS AND DRAGONS 
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The search was on! In the first issue 
of BLIP, we bet that our readers had 
hundreds of good ideas for video games. 
And we were right! 

We asked that you write the ideas 
down and send them to us. The response 
was terrific. We received dozens of 
original ideas for games. We spent hours 
wading through them, reading them, 
and imagining what they would look like 

We promised to choose the best five 
entries, and to give their creators fifty 
dollars each. We have done that, but it 
wasn't an easy task. There were so 
many good ideas. 

In order to make our job a little easier, 
we had to eliminate some ideas auto- 
tomatically. Here are some of the 
guidelines we followed: 

• We decided not to choose any 
games that sounded a lot like anything 
we had already seen. 

• There were a lot of ideas that were 
similar to one another. There were 
many, many fantasy adventure games, 


for example. We got more than one 
suggestion based on The Dukes of 
Hazzard. To be fair, we eliminated any 
idea that was suggested in more than 

• There were also a lot of games that 
really sounded fantastic. But that 
was the problem. The games were so 
fantastic they sounded like stories, 
rather than video games. Any game that 
seemed as though it might not be 
handled by today’s video computers had 
to be eliminated. 

After all the elimination, all the hours 
of difficult choosing, we were left with 
the five winners on these pages. All the 
winners share something in common 
with the rest of the entries. They are 
original and exciting. But these games 
also have a special something to them 
that makes them unique. 

For everyone who wasn’t chosen, a 
special congratulations from BLIP. We 
wish we could've made everybody a 
winner. And for those five who were 
chosen, your prize is on the way! 






















































































Tired of the same old 
space wars? Why not try a 
different adventure — one 
that hits closer to home? 

Yes, it's the Breakfast- 
with-the-Brady-Bunch Game! 
Get into the fast action with 
the rock-'em-sock-'em thrills 
of a house full of kids on an 


average morning! 

With your joystick, you 
control the lucky parents of 
three girls and three boys. 
Your mission: Get them all 
out of bed, dressed, fed, 
and into the school bus 
before a SWAT team of truant 
officers descends on your 










SCREEN 



and out of the bathroom, 
move on to Screen Two. 



SCREEN 

TWO 

In the kitchen, try to get a 
balanced breakfast into each 
kid before the first school 
bus shows up. Pick up points 
by feeding the biggest kids 
first, because they leave 

If you get them all fed and 
into the driveway before the 
first bus arrives—you lose! 

Turns out it's Saturday. £ 
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The surveys are out of our office, now. 
We've sent them on to somebody else, 
who will count and sort them. But while 
they were here. . . . 

They came in bundles, thirty or forty 
wrapped up together. We asked our 
readers in BLIP #1 to fill out a form so 
we would know what they liked (and 
didn't like) about our magazine. We 
didn't know we'd have so many 
interested readers! 

As mentioned in the first issue, one of 
those readers will be given a reward. 

But we wish we could give every reader 
who answered our questions a prize. 

Instead, all we can do is say thanks very 
much to everybody who took the time 

The winning survey that we chose at 
random came from Steve Glover, of 
Coldwater, Michigan. Steve will be 
receiving four new cartridges for his 
Intellivision system. Like many of the 
readers who answered our questions, 
Steve's favorite game is DONKEY 
KONG. He also likes GALAXIAN and 
LOCK-N-CHASE. 

The answers that we found most 
interesting (besides the favorite games) 
were the ones that told us what you 
thought of our first issue. Almost all our 
readers liked the DONKEY KONG 
comics feature the best. Almost an equal 
number didn't like the "Video Games 
of The Stars" story. We re taking your 
advice. Right now, we re planning 
an Incredible Hulk comic strip. We ll also 
try to concentrate on other features 
that you liked, especially BLIP TIPS and 
PLAYER'S CHOICE. 

We said it once before, but we ll say 
it again. Thanks to all our readers 
who sent in completed surveys. And 
keep looking to BLIP for more contests 


J 
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AN EXCITING NEW FRONTIER 
IN VIDEO GAMES 


ASK FOR IT AT YOUR LOCAL ARCADE 

















